Concept Statement:

1 The Action of The Play

The tragedy of Orpheus and Eurydice is a traditional Greek story, which now has been re-written by Sara Rule. In this contemporary twist Eurydice’s plight is twisted by a wild child Hades and the stones that were once alive in the real world help to pass along the story. The tragedy follows the discovery of Eurydice’s father in the underworld and their learning of each other’s lives since his death. 
2.    Thematic Conclusion
When love is undeniable and the cause and purpose of life, the story we create can form a beautiful scenario that even the Fates can’t control. 
3.     Production Objectives (From the Director: Mary Leonard)



A. Design sound that will enhance the text of the script from onstage actors.



B. Prepare an audience to become captivated into the tragic elements of the show 



as well as the sensual and comedic ones. 


C. Underline the theme of the production, which is to enhance the love of every character




and how it affects each moment.



D. Work closely with other designers to enhance the moments onstage.


E. Use microphone effects that cover the stage.
G. Work closely with the Director to create delicacies in the composed music, and to greatly enhance each piece of music, and each moment onstage. 
4.    Design Objectives (From the Designer: Justin Schmitz)



A. Create separate worlds that can completely mix at specific times, and also stand alone. 

B. Use microphones effectively by adding effect into the Underworld character’s lines and by making all voices on stage seem unnatural and other-worldly. 

C. Create effects and cues that will attract the audience further into the story of the show, and to not become a distraction that pulls audiences out of the moment. 



D. Create new and unfamiliar effects, by distortion and processing effects in the design studio.

E. Compose underscoring songs that will help to set the mood of each scene, and keep the audience engaged. 

5.    Translation of the Design Objectives into Audio Terms
A. Composed Music- Must enhance each moment selected for use, through intervals used in composition, dynamics, tempos, and instruments. 

B. Effects- Need to be pertinent to each cue, and translate correctly to audiences, so they are easily identifiable or extremely confusing for specific scenes. 
C. Speaker Placement- Must place audio in the heat of moments and/or create the next scene, moment, action in play, by locating speakers near actions that take place onstage or adding speakers in the rafters of the theatre the sound structure and movement of sound in the theatre space becomes much more effective for cue playback.

D. Levels- Must support and underscore live voice, it must not detract from actions onstage other than noted by director, must be at a proper loudness for all audience members, which is possible for hard of hearing persons through the use of the listening mate technology in our theatre. 

E. Scene Change Music- must be agreed upon in production meetings, and will cover live sounds from onstage action, while keeping the pace of the show up and moving forward.

6.    How to Accomplish Design Objectives


To accomplish all design objectives there must be careful consideration of each individual moment and sound selection to create the worlds of this production for audience and cast alike. The imagery that has been researched and shared with the director, and sound advisor will aid in the overall completion of the design and will assist in production ideas, by setting up the locations through out the show. It will enhance each aspect of the play. The design will be an overall enhancement and backbone to this production. 

